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Purpose of the Study 
The purpose of this study is 
to explore sustainable 
learning in management 
education. 
The rate of student 
graduation to employability 
is inversely proportional, 
causing an imbalance in the 
macro-economic and 
industrial sectors of country.
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Why examine the education system? 
Source: Lynkova, D. (2020)
More than a third of high school students drop 
out at some point of their studies.
Up to 70% of employees throughout the world 
don’t feel engaged with their job.
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Education
• Management education today is can be bundled and customized with an 
emphasis on metacognition, competency-based learning, gamification, and 
sustainable pedagogy. 
• The education needs to be streamlined with employability skills without 
simply providing a traditional education degree with scanty employability 
skills.
• The rate of student graduation to employability is inversely proportional, 
causing an imbalance in the macro-economic and industrial sectors of 
country.
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Education Vs Unemployment 




from schools and 
educators. 
01
Faculty are of prime 
importance as they 
take lead in setting 




There are several 
methods to create 
















makes technology more inviting 
by encouraging users to engage 
in desired behaviors. 
game design principles and 
mechanisms in non-game 
contexts will inspire students to 
learn and stay in-tune with the 
course learning outcomes. 
also be used in career 
preparation for students, by 
inculcating skills and 
certifications.
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Source: KnowledgeWorks.org
Source: KnowledgeWorks.org
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Traditional Instruction CBE Instruction 
Structure Time-based Learner-based
Teaching Group Personalized 
Assessment Summative Performance based
Pace Faculty-paced Learner-paced
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Competency Based Education (CBE) 
- Instruction
CBE - Structuring Course
Fundamentals of E-business 
12 modules 
Each module 
• Instructor video (introduction)
• Instructor video explaining concepts
• Learning materials 
• Quiz (5 questions, True/False) 
• Path A and B 
• Assignment 
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Gamification 
Non-game elements 
• Education context 
Motivates students 
• Customizable course
Dr. Rao                              OLC 14
Gamifying 
Course 
Points for meeting academic 
objectives 
Create playful barriers 
Promote healthy competition 
Compare and reflect performance
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‘Worthy’ Gamification
95% of employees enjoy using gaming-inspired elements in their work.
By 2020, the education gamification market is estimated to reach $1.5 billion.
Gamification participants score 14% higher skill-based assessments.
The gamification market was estimated to be worth $5.5 billion in 2018.
72% of employees claim gamification inspires them to work harder.
Using gamification may increase newly registered business users by 600%.
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Information Systems Management 
14 modules 
Each module
• Coding barriers  
• Points for discussion post 
Gamification - Structuring Course
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